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INTISARI

Perkembangan teknologi dalam industri game mendorong penerapan
berbagai fitur interaktif, salah satunya adalah sistem multiplayer lokal yang
memungkinkan lebih dari satu pemain bermain secara bersamaan pada satu
perangkat. Implementasi sistem tersebut memerlukan pengelolaan perangkat input
yang tepat serta sistem kamera yang mampu menyesuaikan area pandang
masing-masing pemain. Penelitian ini bertujuan untuk mengimplementasikan
sistem Player 2 dan Dynamic Split Screen pada permainan Zelda-Like berbasis 2D

menggunakan Unity Engine.

Metode yang digunakan dalam penelitian ini meliputi analisis kebutuhan,
perancangan sistem, implementasi fitur, pengujian, dan evaluasi. Implementasi
sistem dilakukan menggunakan Unity Input System untuk mengelola perangkat
input pemain, serta menggunakan tiga kamera untuk mendukung mekanisme
Dynamic Split Screen. Sistem Player 2 memungkinkan pemain kedua bergabung
ke dalam permainan menggunakan gamepad, sedangkan sistem Dyrnamic Split
Screen memungkinkan tampilan layar berubah secara otomatis berdasarkan jarak

antar pemain.

Hasil penelitian menunjukkan bahwa sistem Player 2 Dberhasil
diimplementasikan dan mampu menghubungkan perangkat gamepad secara
dinamis tanpa mengganggu kontrol Player 1. Selain itu, sistem Dynamic Split
Screen berhasil menampilkan area pandang yang terpisah ketika jarak antar
pemain melebihi batas tertentu dan kembali menjadi satu layar ketika pemain
berada dalam jarak yang berdekatan.

Kata kunci: Unity Engine, Multiplayer Lokal, Player 2, Split Kamera, Unity
Input System.



ABSTRACT

The development of technology in the game industry has encouraged the
implementation of various interactive features, one of which is a local multiplayer
system that allows more than one player to play simultaneously on a single device.
The implementation of such a system requires proper input device management
and a camera system capable of adjusting each player’s viewing area. This study
aims to implement a Player 2 system and Dynamic Split Screen in a 2D

Zelda-Like RPG Adventure game using the Unity Engine.

The method used in this study includes requirement analysis, system
design, feature implementation, testing, and evaluation. The implementation was
carried out using the Unity Input System to manage player input devices and three
cameras to support the Dynamic Split Screen mechanism. The Player 2 system
allows a second player to join the game using a gamepad, while the Dynamic Split
Screen system enables the screen display to change automatically based on the

distance between players.

The results of this study show that the Player 2 system was successfully
implemented and able to dynamically connect gamepad devices without
interfering with Player 1 controls. In addition, the Dynamic Split Screen system
successfully displays separate viewing areas when the distance between players
exceeds a certain limit and merges back into a single screen when players are
close to each other.

Keywords: Unity Engine, Local Multiplayer, Player 2, Split Camera, Unity Input

System.
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